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AND BECOME THE NEW SUPERCROSS CHAMPION! 


START AS A FUTURE AND BECOME 
A CHAMPION IN THE CAREER MODE. 


ROAM FREE, SOLO OR WITH YOUR 
FRIENDS, IN THE NEW COMPOUND. 


BUILD YOUR DREAM RACE IN THE 
TRACK EDITOR. 


th J 9 supercrossthegame.com | #supercrossthegame 
Monster Energy Supercross - The Official Videogame 4 © 2021 Published and Developed by Milestone S.r.l. All rights reserved. Copyright 


are trademarks of Google LLC. All other trademarks are properties of their respective owners. ENTERTAINMENT® : 


2021 Feld Motor Sports, Inc, © 2021 Sony Interactive Entertainment LLC. “PlayStation Family Mark", “PlayStation”, "PS4 logo” and “PS5 
logo” are registered trademarks or trademarks of Sony Interactive Entertainment Inc. Stadia, the S logo, and related marks and logos 


sections MONSTER ENERGY SUPERCROSS - 
THE OFFICIAL VIDEOGAME 4 


editorial 
game on 
five to play 12 
parting shots 50 


TA 


DEATHLOOP 


RATCHET & CLANK: 3G 
RIFT APART 


SCARLET NEXUS 


BALAN WONDERWORLD 40 


MATURE 17+ 


i 


Blood 

Partial Nudity 
Sexual Themes 
Strong Language 
Violence 


ANLWS (Bswitch Bera 


@ATLUS, OSEGA. / OKOEI TECMO GAMES. All rights reserved. ATLUS and SEGA are registered in the U.S. Patent and Trademark Office. ATLUS, the ATLUS logo, PERSONA and PERSONA 5 STRIKERS are either 
registered trademarks or trademarks of ATLUS Co., Ltd. or its affiliates. SEGA is either a registered trademark or a trademark of SEGA CORPORATION. All other trademarks, logos and copyrights are property 
of their respective owners. “PlayStation Family Mark” and "PS4 logo" and are registered trademarks or trademarks of Sony Interactive Entertainment Inc. Nintendo Switch is a trademark of Nintendo. 


Wuelconne 


FROM THE EDITORS 


elcome to 2021! We made it! 

Though it’s only just come to 

a close as we write this, it’s 
already safe to say 2020 was one of the 
most eventful and challenging years any 
of us have ever lived through. (Fingers 
crossed it keeps that record for a long 
time to come.) For those of us who enjoy 
video games, however, our hobby was a 
small silver lining to a tough era. Games 
provided us with a welcome escape from 
all the uncertainty, and a chance to con- 
nect with friends and family even when we 
couldn’t be together in person. 

As a result, gaming has undoubtedly 
seen a surge in popu- 
larity and mainstream 
acceptance. The 
most in-demand gifts 
during the holiday 
season were Sony 
and Microsoft’s new 
consoles. Celebrities 
now mention their 
Animal Crossing islands on late-night talk 
shows—and screenwriter Gary Whitta 
even launched his own talk show inside of 
Nintendo’s lighthearted life sim, drawing 
big-name guests like Brie Larson, Elijah 
Wood, and Sting. The Last of Us, the 
sequel to which was one of last year’s best 
games, is getting an HBO series. Eli Roth is 
directing a Borderlands movie. Games are 
everywhere these days. 

But there’s no clearer sign of gaming’s 
strength than the latest report from the 
NPD Group, which tracks and analyzes 


We can only hope that 
the momentum gaming 
built up in 2020 will 
continue through the 
rest of 2021. 


video game sales. In 2020, U.S. spending 
on video games was up a whopping 27 
percent, rising to $57 billion dollars. The 
new consoles are all off to strong starts, 
while Nintendo’s Switch continues to break 
sales records. Every indication is that con- 
sole gaming has as bright a future as ever. 
And as we've discussed in prior issues, 
even those of us without a new console 
have plenty to look forward to. 

Our cover game, Monster Energy 
Supercross — The Official Videogame 4 
shows how many titles are straddling the 
line between generations, as it'll launch 
on PS5, Xbox Series X/S, PS4, and Xbox 
One. So too will one of our preview games, 
Scarlet Nexus. Another, Balan Wonder- 
world, is coming to all of those platforms, 
plus Nintendo Switch. 

But this issue also includes in-depth 
looks at two games that will be exclusive 
to the new generation, Deathloop and 
Ratchet & Clank: Rift Apart, both of which 
come to PlayStation 5 later this year. Titles 
like these will serve as early indications of 
how improved hard- 
ware can offer experi- 
ences that just aren’t 
possible on Xbox One 
or PlayStation 4—and 
that’s an exciting pros- 
pect too. 

We can only hope 
that the momentum 
gaming built up in 2020 will continue 
through the rest of 2021 and far into the 
future. More excitement and attention will 
lead to bigger and better games, but also 
to more diverse and varied games that 
would’ve been unthinkable just a decade 
ago. One thing’s for sure: You’ll be able to 
read about all of them in Wa/mart Game- 
center, the magazine that keeps you at the 
center of all things gaming. 
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GAMING NEWS, NUMBERS & GOSSIP 


BIOWARE TEASES THE FUTURE 
OF ITS TWO BIGGEST SERIES 


uring the 2020 Game Awards 
broadcast, BioWare gave us a 
tantalizing look at not one, but 
two of the RPG sequels fans have been 
clamoring for. Yes, EA’s premier role-play- 
ing studio is preparing to launch new titles 
in both the Mass Effect and Dragon Age 
universes. 
Of course, given the tepid response 
to 2017’s Mass Effect: Andromeda, the 
existence of a new game in the series 
isn’t necessarily exciting in itself. What’s 
truly started the hype machine rolling is 
what this new Mass Effect appears to be 


teasing. Throughout the two-minute trailer, 


we saw plenty of clues that this new entry 


will be set after the events of Mass Effect 
3, making it a direct continuation of the 
original trilogy. 

How do we know? The trailer opens with 
a view of the Milky Way, hinting that we 
won’t be heading across the universe a la 
Andromeda. There are also shots of the 
mass relays—advanced alien technology 
that enables faster-than-light travel—now 
in ruins, just as they were at the end of 
Mass Effect 3. Finally, we catch a glimpse 
of an Asari—widely believed to be fan- 
favorite Liara—picking up an N7-branded 
earpiece on a remote, snowy planet. Could 
Commander Shepard have survived after 
all? And how will BioWare address Mass 


EA’s premier role-playing studio is preparing to 
launch new titles in both the Mass Effect and 


Dragon Age universes. 


S994 million 


Take-Two’s offer to buy racing game 
publisher Codemasters 


$1. 2 billion 


A’s even higher bid for Codemasters, 
blowing up the Take-Two deal 


Number of countries Agent 


47 visited in the new 
Hitman trilogy 


25,416,720 


Peak concurrent Steam users on Jan. 2, 
2021, the service's highest ever 


Effect 3’s multiple endings? We can’t wait 
to learn more. 


On the Dragon Age front, BioWare 
debuted an even shorter trailer, but it may 
be even more telling than the Mass Effect 
tease. For starters, the narration directly 
names the Dread Wolf, an elven trickster 
god (also known as Solas) who played a 
major role in Dragon Age: Inquisition’s 
final DLC. He’s likely the main antagonist 
of the story. We also catch a glimpse of a 
city filled with magical floating platforms, 
which sure looks like Minrathous, the larg- 
est city on the series’ fictional continent of 
Thedas. That points to an adventure set 
in the Tevinter Imperium, a nation ruled by 
powerful mages. 

Finally, the trailer establishes the pro- 
tagonist as an unassuming everyman (or 
everyelf or everydwarf, perhaps), rather 
than some prophesied hero. In that sense, 
the story of this new game will have more 
in common with that of Dragon Age 2 
than the first or third games in the series. 
Whether it will inherit that game’s more 
geographically focused approach, how- 
ever, remains to be seen. 

You can catch up on both series by pick- 
ing up Dragon Age and Mass Effect titles— 
including the soon-to-be-released Mass 
Effect: Legendary Edition, which remasters 
the Commander Shepard trilogy for Xbox 
One and PS4—at your local Walmart store 
or on Walmart.com. 


Consecutive years Call of Duty 
has now spent as the best- 
selling video game franchise 
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Select a digital download card 
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WOLFENSTEIN STUDIO MAKING 
ANEW INDIANA JONES GAME 


Everyone’s favorite whip-cracking arche- 
ologist is returning to video games for the 
first time since 2009, in what’s promising 
to be one of the most exciting adaptations 
ever of the silver-screen hero. 

Bethesda recently announced that 
it’s publishing an Indiana Jones game 
developed by MachineGames, the studio 
behind the most recent Wolfenstein series. 
Not only that, but E/der Scrolls and Fallout 
director Todd Howard has signed on to 
executive produce. 

While we have very few confirmed 
details about the game at this point, we do 
know a few things thanks to a brief teaser 


trailer that Bethesda released alongside 
the announcement. 

Clues in the teaser lead us to believe 
that the game will take place in 1937, be- 
tween the events of Raiders of the Lost Ark 
and Indiana Jones and the Last Crusade. 
A map of Vatican City, as well as a sketch 
of a Mesoamerican pyramid, hint that Indy 
will also be hopping between Europe and 
South or Central America. 

There’s no release date as of yet, but 
because Microsoft is in the process of 
acquiring Bethesda, it’s possible that the 
new Indiana Jones game will be an Xbox 
console exclusive. 


SILENT HILL CREATOR CRAFTING 


ANEW NIGHTMARE 


Horror game fans, rejoice. Silent Hill 
creator Keiichiro Toyama has departed 
from Sony Japan, and announced that 
the first game from his new Bokeh 
Game Studio will be “more of a horror- 
oriented game.” 

Toyama told IGN Japan, however, 
that Bokeh Game Studio will “focus on 
making this a broader entertainment ex- 
perience, rather than a hardcore horror 


game.” Though Toyama didn’t make this 
comparison, the statement reminds us 
of games like Resident Evil 4 or The Evil 
Within, which feature action-oriented 
gameplay mechanics in a horror setting. 

Between Silent Hill and the Siren 
trilogy, Toyama is best known for craft- 
ing horror games. However, along with 
Toyama, Bokeh’s other founders—Junya 
Okura and Kazunobu Sato—have collec- 
tively worked on titles like Gravity Rush 
(which Toyama also created) and The 
Last Guardian. 

Part of what makes Bokeh’s debut a 
“broader entertainment experience” is 
that it will be a multiplatform game, with 
an initial focus on the PC. It’s the first 
time since the original Silent Hill that a 
Toyama-led game will make its way to 
platforms outside of a Sony console. 


XBOX’S PERFECT DARK REBOOT 


EMERGES FROM THE SHADOWS 


Xbox’s new “quadruple-A” studio, The 
Initiative, revealed during the 2020 Game 
Awards show that its highly anticipated 
first game will be a Perfect Dark reboot for 
Xbox Series X and S. 

The reboot will once again star secret 
agent Joanna Dark, in a world ravaged by 
ecological disaster. According to the trailer 
that accompanied the game’s announce- 
ment, several corporations stepped in to 
avert the total annihilation of humankind. 

However, more natural disasters have 
started to occur at a strange and rapid 
pace, and Agent Dark and her crew are 
trying to figure out what these corporations 
are hiding. One of these corporations ap- 
pears to be dataDyne, the original game’s 
villainous group, as its logo is seen ina 
swooping aerial shot atop a skyscraper 
that Joanna has infiltrated. 

Anyone who played the original Perfect 
Dark on Nintendo 64 can probably guess 
what the secret behind these corporations 
is, and the reasons for otherworldly di- 
sasters like a massive lightning storm, but 
The Initiative isn’t calling its own version of 
Perfect Dark a remake. Instead, the studio 
is calling it a “reinvention.” 

“There really isn’t a game out there 
that’s hitting that sort of blockbuster secret 
agent vision,” said game director Dan Neu- 
burger in Xbox’s announcement video. “So 
when | found out that we were reinventing 
the franchise of Perfect Dark, | was very 
excited.” 

However, the Santa Monica—based 
Initiative seems keen on retaining what 
made the first game so special—notably, 


february 2021 


the gadgets, high-tech weapons, and a 
compelling female secret agent protago- 
nist in Joanna Dark. 

Beyond the notoriety of the Perfect 
Dark franchise, there are other reasons 
that Xbox fans should feel excited about 
this project, not least of which is the studio 
making it. Microsoft built The Initiative 
from the ground up to compete with other 
major studios in the action game space, 
especially PlayStation’s own group of 
Santa Monica-based developers like Sony 
Santa Monica, Naughty Dog, and Insom- 
niac Games. 
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Headed by former Crystal Dynamics 
studio head Darrell Gallagher, The Initiative 
is packed with talent formerly from devel- 
opers like Rockstar, BioWare, Respawn, 
Blizzard, and (you guessed it) Sony Santa 
Monica and Insomniac. Perfect Dark’s 
design director Drew Murray, for instance, 
was formerly Sunset Overdrive’s game 
director, and director of production Brian 
Westergaard was lead producer on 2018’s 
God of War. 

There’s unfortunately no release window 
for Perfect Dark at the moment, though 
we expect it will take full advantage of the 
Xbox Series X and S when it does launch. 


ARKII WILL BE 
DIESEL-POWERED 


Studio Wildcard, the developer 
behind the hit game Ark: Survival 
Evolved, has revealed its plans for an 
upcoming sequel. In addition to even 
more survival action on a mysterious 
island populated by dinosaurs, Ark 

Il is bringing some surprising star 
power: Vin Diesel. 

The Fast and the Furious actor 
will lend his voice and likeness to 
new hero Santiago, who'll feature 
prominently in both Ark // and a tie-in 
cartoon, Ark: The Animated Series. 


But that’s not all. Diesel will also 
join the development team in the role 
of President of Creative Conver- 
gence, a new position that allows 
him to provide feedback on both the 
game and companion series. 

“I’m having a lot of fun playing 
Ark and also really excited to join the 
Studio Wildcard team to develop the 
story both in-game and in the new 
animated series,” Diesel said in a 
statement. 

Ark Il launches in 2022 on Xbox 
Series X/S and Windows PC. You can 
pick up the first game in the series, 
Ark: Survival Evolved, for Xbox One 
or PS4 at your local Walmart store or 
on Walmart.com. 


n 


Sto play 


HITMAN 3 


PUBLISHER IO INTERACTIVE / DEVELOPER IO INTERACTIVE / PLATFORMS XBOX SERIES X/S, PS5, XBOX ONE, PS4, PC / RELEASE DATE 01.20.2021 


“Hitman 3 is the final game in the World of Assassination trilogy, and picks up directly 
after the events of Hitman 2. Things have all been building up to this point, one where 47 
and his long-lost childhood friend, Lucas Grey, are finally reunited and have the Partners 
in their sights. As Agent 47, you’ll travel around the world and take on the most important 
contracts of your career. As for the gameplay, we’ve added and improved on a lot of differ- 
ent areas. Along with upgrading the animation, lighting, and Al, we’re also adding a new 
layer of interaction, which means you’ll be able to access more computers and terminals 
and overhear guards’ conversations. We really want players to explore the locations in the 
game and be rewarded when they do.” 


TRAVIS BARBOUR, COMMUNICATIONS MANAGER, I0 INTERACTIVE 


“Along with upgrading 
the animation, lighting, 
and Al, we're also 
adding a new layer of 
interaction.” 


BUY NOW 


SUPER MARIO 3D WORLD + 
BOWSER’S FURY 


PUBLISHER NINTENDO / DEVELOPER NINTENDO EAD TOKYO / PLATFORMS SWITCH / RELEASE DATE 02.12.2021 


Originally released in 2013 for the Wii U, Super Mario 3D World once again had the spry 
plumber and his friends exploring the same kind of two- and three-dimensional places as 
they had in Super Mario 3D Land, often while wearing cat suits that gave them feline-like 
abilities. And it clearly did a good job of it, given how many “Game of the Year” awards the 
original has on its mantle. As for this retitled update, it not only adds online support for when 
you want to play co-op with someone not sitting next to you, but it also now works with your 
amiibo, including the newly released Cat Mario and Cat Peach (sold separately). But the best 
addition is Bowser’s Fury, an add-on in which Mario not only gets to do those Mario things 
he does so well, he also goes full King Kong to take on a Godzilla-sized Bowser. 


Mario not only gets 
to do those Mario 
things he does so 

well, he alSo goes full 
King Kong to take ona 
Godzilla-sized Bowser. 
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PERSONAS STRIKERS 


PUBLISHER ATLUS / DEVELOPER OMEGA FORCE, P-STUDIO / PLATFORMS SWITCH, PS4 / RELEASE DATE 02.23.2021 


While Persona 5 featured plenty of throwdowns against all kinds of monstrous Shadows, Persona 5 Strikers 
this new spin-off will thrust Joker and the rest of the Phantom Thieves into even more + 1 
bombastic battles. Persona 5 Strikers blends the series’ trademark menu-driven combat blends the Set| Es 
with Dynasty Warriors—inspired fast-action fights against huge numbers of opponents. trademark menu-driven 
Fans needn’t worry about the game being nothing but combat, however. Persona 5 com bat with Dynasty 
Strikers features plenty of familiar elements from the mainline Persona series, with story W, ‘i , d f t 
scenes, side characters, and exploration elements that will have every Megaten fan feeling AINOlS—INSPIFe eal 
right at home. In fact, anyone who has played Persona 5 (or Persona 5 Royal) will espe- action fig hts. 
cially want to give Strikers a try, as the game officially takes place only a handful of months 

after those previous events—making it a canonical sequel in everything but name. 
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LITTLE NIGHTMARES II 


PUBLISHER BANDAI NAMCO / DEVELOPER TARSIER STUDIOS / PLATFORMS XBOX SERIES X/S, PS5, SWITCH, XBOX ONE, PS4, PC / RELEASE DATE 02.11.2021 


“Little Nightmares II is a suspense adventure game in which you play as Mono, a little 
boy lost in a dark and dangerous environment distorted by a strange Transmission. Along 
with Six, a little girl you’ll meet on your way, you use your wits and skills to make your way 
to the Signal Tower and put an end to it all. It’s similar to the previous game, but offers 

a larger outdoor environment, new gameplay mechanics, and about twice the playtime. 
Along with the presence of a second character on screen you need to work with to solve 
puzzles and make your way out, we also added the ability to wield items and fend off the 
smaller enemies. A lot has also been improved under the hood. There’s upgraded visuals, 
refined controls, and a more accurate camera. But my favorite new aspect is Six coming 
back as an Al-controlled companion, which opens up lots of new possibilities.” 


LUCAS ROUSSEL, LEAD PRODUCER, TARSIER STUDIOS — 


“It’s similar to the 
previous game, but 
offers a larger outdoor 
environment, new 
gameplay mechanics, 
and about twice the 
playtime.” 
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BRAVELY DEFAULT II 


PUBLISHER NINTENDO / DEVELOPER TEAM ASANO / PLATFORMS SWITCH / RELEASE DATE 02.26.2021 


“Bravely Default Il is an epic role-playing game from the Square Enix development team “This direct seq uel 
behind Octopath Traveler and the original Bravely Default. But what sets it apart from 

ve also features new 
other JRPGs is its Brave and Default system, which forces players to think strategically 
about every move they make in battle. Characters can go on the defensive and build up chara cters, a new 
Brave Points by Defaulting, .P. - 
y u ing pen spend B.P. on Brave attacks that allow them to make mul world, and anew 
tiple moves in a turn. This direct sequel also features new characters, a new world, and a 

* A ell Story, and adds the 

new story, and adds the ability to see your enemies while you’re wandering around. While ! 
Bravely Default featured random battles, Bravely Default II lets you decide when you want ab | lity to see YOur 
to engage in battle. But my favorite thing is how beautiful it is. While the art style is 100 enem ies wh ile you're 


percent recognizably Bravely Default, it’s really brought to life on the Nintendo Switch like 


never before.” wandering around.” 
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SUPERCROSS SUPERCHARGED 


BY MOLLIE L PATTERSON 


hen one ends, another 
begins. 
That may seem like 

a relatively simple statement, but 
it’s an incredibly important part of 
the process of developing a sequel. 
Sequels don’t exist in a vacuum, nor 
do they usually entail a developer 
wiping the slate clean and starting 
over fresh. Instead, sequels offer 
the chance for a creator to consider 
what worked—or didn’t work—about 


their previous creation, and make 
changes, adjustments, or additions 
that will hopefully lead to a far better 
follow-up. And in almost no other 
industry is the potential of the sequel 
more important than in video games. 
So, while it’s easy to think 
of Monster Energy Supercross 
— The Official Videogame 4 as 
simply another entry in developer 
Milestone’s supercross franchise, it 
is more importantly a chance to build 


upon the previous game and give 
fans something that’s even better. 
And, thankfully, the team thinks the 
foundation they’ve laid is already 
pretty solid. 

“Monster Energy Supercross — The 
Official Videogame 3 is a good prod- 
uct,” producer Alex Zucca told us. “It 
has been perceived very positively 
both by the public and, above all, 
our most loyal players. This allowed 


_ us to start‘from that base to create 


PUBLISHER 
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DEVELOPER ~~ 
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RELEASE DATE 

03.11.2021. 


very positively both by the public and our 
most loyal players. This allowed us to start 
from that base to create an improved game 


from all points of view.” 
PRODUCER ALEX ZUCCA 
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WHEELED 
WARRIORS 


As important as the core game- 
play, handling, track design, 
graphical fidelity, and other 
elements are to Monster Energy 
Supercross — The Official Vid- 
eogame 4, it wouldn’t be a true 
supercross game without a roster 
of real-world supercross competi- 
tors to pick from. 

One of the biggest additions 
this time around has to be the in- 
clusion of Ken Roczen, a German 
motocross and supercross racer 
who has won numerous champi- 
onships throughout his career. 

“Ken is a real superstar of 
the world of Cross,” producer 
‘Alex Zucca said about Roczen’s 
debut. “[He’s] very famous, and 
highly appreciated by the public. 
Not having him is like playing a 
[soccer] game without Cristiano 
Ronaldo.” 

Of course, Roczen isn’t the only 
new rider hitting the virtual super- 
cross tracks for the first time in the 
series in Monster Energy Super- 
cross — The Official Videogame 4. 
Joining him will be Cooper Webb, 
Jason Anderson, Justin Cooper, 
Chad Reed, Adam Enticknap, and 
more—bringing the roster of riders 
in.the game to over 100. 
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an improved game from all points of 
view, without moving away from that 


core at all.” 

Of course, until the far-off day 
when the perfect game arrives, 
there’s always some part of every 
project the developer can make 


better. As one example of this going 


into Monster Energy Supercross — 


The Official Videogame 4, the team 
knew they wanted to make changes 
to the game’s handling and physics. 
They felt things were in a good place 
coming out of the previous game, but 


saw room for improvement in areas 
such as how the motorbikes felt 
when taking jumps and corners. 


“Another subtle but deep change 
can be noticed while turning,” ex- 
plained lead game designer Federico 
Spada. “We worked on changes for 
how the riders lean into the corners. 


Taking a jump can 
always be risky, but 
doing so will feel 
better than ever 
thanks to handling 
Players will have more freedom when improvements. 
deciding which trajectory to follow 
during a race regarding the turns, 
which is a very important strategy 
factor in supercross.” 

Outside of those adjustments 
to the core controls, fans of the 
series will find other improvements 
sprinkled throughout Monster Energy 
Supercross — The Official Videogame 
4. One such area is the track editor, 
an option that’s become particularly 


“\We worked on changes for how the riders 
lean into the corners. Players will have more 
freedom when deciding which trajectory 

to follow.” provucer auexzucca 
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beloved among the player communi- 
ty. Spada told us that the track editor 
will offer graphical restyling and user 
interface adjustments, new usable 
modules, and “the possibility of cus- 
tomizing your tracks with a series of 
very choreographic objects.” 

It wouldn’t be supercross racing 
without the thrill of competition, 
so that’ll be another area where 
Monster Energy Supercross — The 
Official Videogame 4 promises up- 
grades. At a base level, Al behavior 
is smarter, meaning that besting the 
other CPU-controlled racers will be 
even more challenging and realistic. 
A great example of that is that your 
competition will now follow different 


trajectories when travelling around 
the track, better avoiding “unrealistic 
clashes between themselves and the 
player’s rider.” 

Thankfully, the folks at Milestone 
haven’t forgotten about online either, 
and one of the big new features 
will be an increase in the number of 
players who can participate in online 
competitive races or the co-op mode 
of the Compound (see sidebar “The 
Maine Event”) in the next-generation 
versions of the game. Speaking of 
the new consoles, the Xbox Series X, 
Xbox Series S, and PlayStation 5 ver- 


sions of Monster Energy Supercross 
— The Official Videogame 4 will all 


benefit from graphical improvements, 


™ You'll have to 
race harder—and 
smarter—against 
the game’s 
improved Al. 


Ata base level, Al behavior is smarter, 
meaning that besting the other CPU- 
controlled racers will be even more 
challenging and realistic. 


THE MAINE EVENT 


One of the signature elements of 


the Monster Energy Supercross 
series is the Compound, a large 
open area that provides players a 
wide variety of racing and training 
possibilities either solo or co-op 
with friends. 

“The Compound has been a 
regular guest since the first edi- 
tion of the game, but every year 
we offer a new location and new 
challenges,” explained lead game 
designer Federico Spada. “It is 
essentially a large playable and 
freely accessible area where the 
player can train and have fun with 
some activities, including training 
and challenging friends on very 
technical and fun test tracks.” 

In Monster Energy Supercross 

. — The Official Videogame 4, 
the new Compound will be set 
amongst a beautiful landscape 
inspired by the Maine islands. 
There, players can test their 
skills on both supercross and 
motocross tracks, offering a mix 
of situations perfect for getting 
a better feel for your bike. Of 
course, it doesn’t have to all be 
about work, as the Compound is 
also the perfect place to relax and 
just race around without any real 
goals in mind. 

Even when training isn’t the 
priority, players will still have 
reason to fully explore around the 
Compound. Scattered around the 
area-will be various collectibles to 
find, which will unlock new items 
in-the game’s other modes. 
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Now, even more 
racers can compete 
together thanks to 
the power of the 
next-gen consoles. 


higher resolutions, and shorter load 
times. 

While the groundwork that Mon- 
ster Energy Supercross — The Official 
Videogame 3 laid was strong, Spada 
admitted that there was one area of 
the series that really needed atten- 
tion going into this latest chapter. 

“The biggest thing that absolutely 
needed to be improved was the ca- 
reer mode,” he said. “Career mode is 
the most important game mode, and 
it needed a sort of ‘reboot.’” 

Similar to other typical career 
modes, after creating their own cus- 
tom rider, players will have to make 
their way up the ladder from the low- 
er league. To rise through the ranks, 
they’ll need to improve not only their 
own skills, but also those of their 
rider. Becoming a better racer will re- 
quire training sessions, participation 
in special events, and more—all while 
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“Career mode 
is the most 
important game 
mode, and it 
needed a sort of 


4 vv 
reboot. 
LEAD GAME DESIGNER FEDERICO SPADA 


being careful not to get injured. The 
more experience the player’s rider 
has, the more skill points they'll earn, 
which can unlock more options in 
the new Skill Tree. Career mode will 
bring other important elements from 
the world of supercross as well, such 
as signing contracts with increasingly 
better teams and sponsors. 

“It will be a more complete and 
deep experience, leaving the player 
the freedom to decide which skills to 
improve and which league to join,” 
said Spada. 
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The effort the team at Milestone 
is putting into making advancements 
in Monster Energy Supercross — The 
Official Videogame 4 is clear, and 
that’s exactly what you love to hear 
when it comes to the development of 
a sequel. Even beyond that, however, 
are the deeper considerations that 
affect the entire franchise. The men 
and women of Milestone aren’t just 
making a racing game—they’re mak- 
ing a supercross racing game. And 
that means keeping in mind details 
and elements that wouldn’t exist in 
other titles in the genre. 

“There are a whole series of pa- 
rameters to consider: driving feeling, 
sense of speed, rider movements— 
we could go on for quite a while. All 
this does not mean that creating mo- 
torbike games is more difficult than 
creating car games, but you need to 
[focus on some very specific areas of 
knowledge],” said Zucca. 

“Maybe that is why there are more 
car games than motorcycle games on 
the market,” he added with a smile. © 


UNAVOIDABLE 
IMPACT 


While there’s a lot of fun and 
excitement waiting for super- 
cross fans both in real life and in 
Monster Energy Supercross — The 
Official Videogame 4, there’s also 
a more serious side of the compe- 


_. tition that one can’t ignore. 


Like almost every other sport 
out there, supercross felt the 
impact of the spread of a global 
pandemic in 2020, causing a 
postponement of the Official 
2020 Monster Energy Supercross 
season, adjustments to the year’s 
championships, the suspension 
of having fans in the audience for 
certain events, and more. 

And, given the connection 
the Monster Energy Supercross 
series has to the real-world sport 


. it’s based upon, players will feel 


the effects of those events in the 
game as well. 
“The game simulates in all 


-réspects the official champion- 


ship of 2020, and therefore will 
contain exactly the same official 
tracks of the calendar,” producer 
Alex Zucca told us. That breaks 
down into 11 stadiums and 17 


tracks, including Salt Lake City 


and its seven layout variants, as 
“only the tracks on which the driv- 
ers have really competed will be 
present.” 

Of course, on some level, 
video games don’t need to—and 
arguably shouldn’t—be a perfect 
reflection of real life. One good 
example is that, in Monster 
Energy Supercross — The Official 
Videogame 4, the stands will be 
full of fans, all there to cheer on 
their favorite racers just like they 
did, and will again once the world 
returns to normal. 

“[In accordance] with the 
license, this seemed to be the 
best choice to play down, and try 
to forget,.a bleak period for sport 
and-life in general,” said Zucca. 
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The mysterious 
AEON Program hopes 
to use Blackreef’s 
strange energies to 
attain immortality 
for the island’s 
inhabitants. 


magine waking up in a place 

where’ everyone wants you dead— 

and that’s not even the worst part. 
The worst part is, it doesn’t even mat- 
ter whether you successfully survive 
the day or die trying. Either way, 
you'll be right back here tomorrow, 
waking up and restarting the cycle, 
all of yesterday’s accomplishments 
wiped away. 

That’s the premise of Death/oop, 
the upcoming action game from Dis- 
honored and Prey developer Arkane 
Studios. The game puts players in 


the role of Colt, an assassin trapped 
on the mysterious island of Blackreef, 
reliving the same day over and over. 
To escape, he’ll need to take down 
eight targets—known as Visionar- 
ies—who are scattered around the 
island before the loop resets. 

Many aspects of Deathloop’s core 
gameplay will be familiar to fans of 
Arkane’s previous work. “We do spe- 
cialize in hybrid games, and players 
can expect a mix of combat, stealth, 
powers, and RPG [elements],” ex- 
plained game director Dinga Bakaba. 
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Minor variations 
in the time loop will 
keep players on their 
toes as they take on 
Visionaries. 
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“Yet, the ‘dosage’ of the cocktail is 
different with each game. Here, the 
action is the main focus, and the 
novelties are a very player-driven 
campaign.” 

Whereas Dishonored relied on a 
series of sequential levels and Prey 
threaded you through its space 
station with a structured story, 
Deathloop presents Blackreef’s four 
districts in a more open-ended, in- 
vestigative fashion, according to the 
director. “The campaign is a puzzle. 
How you arrive at the solution of 
that puzzle is very freeform. You can 
follow the leads in the order that you 
want, or you can choose to engage in 
optional discoveries to find out more 


about the world, becoming more 
prepared for the challenges ahead,” 
he said. 

And since the game relies ona 
looping schedule for its characters, 
your journey to unravel its secrets 
takes on another dimension—liter- 
ally. “Each of the four maps can be 
visited in one of four periods of the 
day, meaning there is quite a bit 
of variety,” Bakaba said, “and the 
exploration isn’t just about exploring 
space, but also time.” 

The more you learn about Black- 
reef and your targets, the closer 
you'll get to unraveling the solution 
for Colt’s escape—and that is “solu- 
tion,” singular, Bakaba confirmed. 


“The campaign is a puzzle. 
How you arrive at the solution of that 
puzzle is very freeform.” 


GAME DIRECTOR DINGA BAKABA 
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LOOK FAMILIAR? 


One of the first things you're liable to notice about 
Deathloop is its distinctive retro look. Everything— 
from the outfits, weapons, and buildings, right down 
to the style of the game’s logo and branding—feels, 
appropriately enough, as though it’s stuck in time. 
So how do you build a world this thoroughly and 
convincingly infused with midcentury cool? Accord- 
ing to the game’s art director, Sébastien Mitton, the 
process starts with a whole lot of research. 

“For each production, the first reflex is to look at 
what corresponds with our themes in pop culture,” 
Mitton explained. 

To establish the overall aesthetic of the game, 
Arkane sought out a wide variety of period me- 
dia—not just from the ’60s, but the ’70s and ’80s 
as well. Top of Mitton’s list was John Boorman’s 
1967 film Point Blank, which Mitton says has “a 
lot of retro coolness with an edgy and masterful 
antihero.” Other touchstones included John Car- 
penter’s The Thing, for its sense of isolation and 
intimate setting; the original version of The Wicker 
Man, for its touches of “the mysterious and the 


mystical”; The Warriors, for its portrayal of survival 
and gangs; and Escape from New York, whose 
gun-toting Snake Plissken helped inspire Colt. 

One modern director (albeit one with heavy 
retro influences) also made Arkane’s list, Mitton 
says: “Of course the productions of [Quentin] Tar- 
antino, because our desire is to create iconic and 
memorable characters with colorful action.” 

But even that was just the start. To help ensure 
the details of Deathloop’s world and characters 
had the right vibe, Arkane went even more granu- 
lar with its inspirations. For weapons, vehicles, and 
objects in the game, the team turned to the earlier 
James Bond films. The clothing of Blackreef’s 
colorful residents stems from Mod culture of 1960s 
Britain, with iconic fashion model Twiggy provid- 
ing a particularly important point of reference. And 
when it came to hairstyles, Mitton says the team at 
Arkane studied the creations of stylist Vidal Sas- 
son and the mop tops of the Beatles. 

The result of all that research and design 
work already shines through in every screenshot 
and trailer. There’s still a lot to discover about 
Deathloop, but it’s certain to be one of 2021’s most 
stylish games. 
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Like Dishonored and Prey, Deathloop gives its 
protagonist a set of supernatural powers that pave 
the way for creative problem solving. 


While you’re 
focused on crashing 
parties to escape 
the loop, Juliana 
will be lurking in the 
shadows, waiting to 
crash your party. 


“With the ‘golden loop, as we call it, 
there is only one set of actions that 
allows you to kill all the targets. Of 
course, in the moment to moment, 
you can do any of these actions with 
your own playstyle. Guns blazing, 
stealthily, with or without powers— 
however you like.” 

Like Dishonored and Prey, Death- 
loop gives its protagonist a set of 
supernatural powers that pave the 
way for creative problem solving, at 
least some of which Colt will obtain 
by taking out Visionaries. Three of 
the big ones we’ve seen so far are 
a short-range teleport, a telekinesis 
power that lets you fling enemies 
around, and temporary invisibility. 
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And Juliana will, of course, have 


access to a few unique powers of 
her own. 

Wait, who’s Juliana? Oh, just the 
biggest wrinkle in your escape plan. 
See, Juliana is a rival assassin out 
to kill Colt, and she isn’t tethered 
to a schedule the way the other 
inhabitants of Blackreef are. Instead, 
she’ll show up to challenge you at 
unpredictable points throughout the 
game. Her appearances will become 
more frequent as you get deeper into 
the mystery of the island, and—one 
more teensy little thing—she can be 
controlled by another player. 

“When she invades, especially as 
a player, it’s kind of a game changer, 


RETRO 
FUTURE 


Deathloop is among the first batch 
of next-gen console exclusives, as 
it’s launching only on PlayStation 
5 and Windows PC. That makes it 
a great indicator of how develop- 
ers outside of Sony might use the 
added power and novel features 
of the company’s new console in 
the coming years. 

According to game director 
Dinga Bakaba, developer Arkane 
Studios put a great deal of ef- 
fort into implementing several 
of the PS5’s innovations. “With 
Deathloop being a first-person 
shooter, we are very excited by 
the DualSense controller giving 
haptic feedback to the players 
and reinforcing the immersion.” 
He also noted that the game will 
use the more powerful hardware 
to target a frame rate of 60 fps, 
calling it “a big improvement in 
terms of comfort and reactivity for 
players used to playing our games 
on consoles.” 

Finally, Death/oop will also 
make use of the PS5’s Activities 
system, which allows players 
to boot directly into a particular 
objective, mode, or area within a 
game. Bakaba said the goal is “to 
make sure players can jump right 
back into the game with intention- 
ality of what they want to do next.” 


and you have to deal with the situa- 
tion one way or another—try to find 
and eliminate her, try to proceed 
with your current objective, or try to 
escape,” Bakaba said. “The tension 
definitely goes up a notch when she 
is around and the game becomes a 
kind of cat-and-mouse situation.” 
Bakaba added that Deathloop 
incentivizes Julianna to “play with 
her food.” When she invades, she’ll 
be looking to stalk you and play mind 
games, rather than just gunning for 
you straight away. And if she wins? 
Imagine waking up in a place 
where everyone wants you dead— 
and that’s not even the worst part. G 
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layStation has a mile-long 

list of iconic characters, 

but there are few with the 
longevity of Ratchet and Clank. It’s 
appropriate, then, that Ratchet and 
Clank are serving as the best early 
showcase for the PlayStation 5’s 
technical potential. 

It doesn’t hurt that developer 

Insomniac Games is now a first-party 
studio for Sony Interactive Enter- 


tainment. Working closely with the 
PlayStation 5’s engineers, Insomniac 
has crafted an interdimensional 
adventure that specifically takes 
advantage of the console’s blazingly 
fast load times with Ratchet & Clank: 
Rift Apart. 

The titular rifts refer to tears in the 
space-time continuum caused by the 
duo’s nemesis, Dr. Nefarious, with a 
new weapon called the Dimension- 


ator. However, it seems that when 
Nefarious opens portals to new 
dimensions, an even more dangerous 
robotic enemy comes to their world 
with one thing on his mind: total an- 
nihilation. 

A side effect of this interdimen- 
sional robot invasion is that rifts have 
opened up that lead to other dimen- 
sions, and that’s where the power of 
the PlayStation 5 is fully on display. 


The always- 
toothy sandsharks 
have never looked 
as good—or as 
terrifying—as they do 
on PlayStation 5. 
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/ Rifts have opened up that lead to other 
dimensions, and that’s where the power of the 
Station 5 is fully on display. 


Visually stunning ray-tracing will bring the alien 
worlds the duo Visits to life like never before, with 
the 4K resolution enabling stunning vistasand 
incredibly detailed character art. 


The double- 
barreled Enforcer 
is just one of the 
powerful new 
weapons you'll have 
at your disposal. 


At points throughout the game, 
Ratchet and Clank will travel 
through these rifts and end up 
in entirely new worlds without any 
load screens. 

That’s thanks to the power of the 
PS5’s NVMe solid-state drive. We’ve 
already seen how well Insomniac can 
utilize this tech to practically elimi- 
nate load times in Marvel’s Spider- 
Man: Miles Morales, but Ratchet & 
Clank: Rift Apart takes advantage of 
the SSD to create seamless, adren- 


aline-pumping action sequences. 
We also know that Clank has some 


interdimensional mechanics hidden 
up his metal sleeve, but Insomniac is 
keeping quiet about those for now. 
But the interdimensional leaps 
aren’t the only way that Rift Apart 
takes advantage of the PS5’s 
impressive specs. Visually stunning 
ray-tracing will bring the alien worlds 


the duo visits to life like never before, 


with 4K resolution enabling breath- 
taking sci-fi vistas and incredibly 
detailed characters. 

Speaking of action, Ratchet and 
Clank’s trademark tools of destruc- 
tion are back in Rift Apart. In addition 
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to old standbys like the OmniWrench, 


Ratchet has an upgraded arsenal in 
the form of several new weapons. 
Standouts include a Burst Pistol, a 
Topiary Sprinkler that stuns enemies, 
and the powerful double-barreled 
Enforcer that shoots out bursts of 
electricity. 

If any characters deserve to ring 
in the next generation of PlaySta- 
tion consoles, it’s Ratchet and Clank. 


Ratchet & Clank: Rift Apart should be 


an impressive showcase of the Play- 
Station 5’s power when it launches 
this year. 
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~WHOISTHE 
MYSTERY 


LOMBAX? 


Insomniac has hinted that Ratchet 
isn’t the only Lombax that players 
will control in Ratchet & Clank: Rift 
Apart. We know that Clank runs 
into a new gray-and-blue Lombax 
at some point, and we’re guessing 
that Clank teams up with her. But 
who is she? 

Our biggest hint is where Clank 
finds this new character in the 
August 2020 gameplay trailer. 
Based on Clank’s reaction, we can 
surmise that their meeting takes 
place in a future version of their 
hometown of Megalopolis, where 
robots have seemingly taken over. 

Our other major clue is that 
the mystery Lombax resembles 
Ratchet in more ways than one. 
First of all, she looks a lot like him, 
and she’s also wearing goggles 
and brandishing a tool, though this 
time it’s a hammer. 

That’s right. All the clues point 
to this Lombax being Ratchet’s 
future daughter—but we’ll have 
to wait until the game launches to 
find out for sure. 
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A WORLD OF PLATFORMING WONDER 


BY MOLLIE L PATTERSON 


| | rue happiness is 
an adventure.” 
Those words 

serve as the tagline for Balan Won- 
derworld, a new platformer coming 
soon to all consoles from Square 
Enix. They could, however, also serve 
as the tagline for the career of the 
game’s director, Yuji Naka. Naka is 
best known as the creator of the 
original Sonic the Hedgehog, and 
throughout his career he’s helped 
bring numerous other beloved titles 
to life, including NiGHTS Into Dreams 
and Billy Hatcher and the Giant Egg. 

Now in his new home at Square 
Enix, Naka and the rest of the Balan 
Company team are working hard to 
craft a new generation of platform- 
ers. Of course, doing so won’t be 
easy. Legendary characters like 
Mario and Sonic still stand tall, while 
old favorites like Crash and Spyro 


“We want adults and children, everyone from core gamers to 
complete beginners, all around the world to enjoy the game.” 
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have made 

recent returns. 

Given the fierce 

competition, it could be 

tempting for a developer 

to try untested, potentially 
attention-grabbing ideas in a new 
platformer. Square Enix, Balan 
Company, and co-developer Arzest, 
however, aren’t ready to stray from 
tradition just yet. 

“We want adults and children, 
everyone from core gamers to com- 
plete beginners, all around the world 
to enjoy the game,” explained Balan 
Wonderworld producer Noriyoshi 


Each of the 
stages you'll 
explore in Balan 
Wonderworld offer 
up a wide variety 
of gameplay 
possibilities. 


Z, preview 


“The story is told not 
through words, but & 
instead through images a 
and musical theatre- a 
style music. This enabled 

us to create a sense of 


depth despite the simple 
gameplay.” 


While many platformers are solo 
experiences, another way Balan 
Wonderworld will diverge from the 
norm is through its two-player mode. 
To learn more about it we spoke 


to Jarek Ceballos, the game’s 
marketing manager. 
Balan Wonderworld’s two- 


player local co-op will let one 
person control Leo while the other 
controls Emma. Together, the two 
can join forces to face the challeng- 
es of Wonderworld. While doing so, 
Leo and Emma can combine their 
costume abilities to “discover new 
ways to overcome obstacles and 
enemies,” according to Ceballos. In- 
terestingly, some of these team-ups 
may even allow players to access 
certain areas of stages before they 
normally could when playing solo, in 
case you or someone you know are 
in need of some extra assistance. 
“While the development team 
has considered how various cos- 
tumes will interact together, there’s 
definitely room for some unexpected 
combinations,” said Ceballos. “So, 
the team is looking forward to 
seeing what players come 
up with!” 
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andai Namco’s upcoming 

action RPG Scarlet Nexus 

is a curious game. On the 
surface, it seems like a flashy, anime- 
inspired experience in the same 
vein—pun possibly intended—to the 
publisher’s 2019 release Code Vein. 

Dig a little deeper, however, and 

you'll find some incredibly interesting 
facets to the game that instantly set 
it apart from its peers. For example, 
take the name Scarlet Nexus itself. 
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For the team, those words are a nod 
to the concept of the “Red Thread of 
Fate,” a belief from Chinese mythol- 
ogy that those who share a destiny 
are literally tied together. In the 
game, these connections are “red 
bonds,” and they play a large role 

in the game’s story about a military 
force fighting to protect their country 
from a group of mysterious invaders 
known as the Others (see sidebar 
“Mundane Monstrosities”). 


Initially, players will pick between 
one of two main characters: Yuito 
Sumeragi, a young man from a pres- 
tigious family who joins the Other 
Suppression Force looking to fight to 
protect mankind, or Kasane Randall, 
a fellow new recruit who has more of 
a serious, aloof air to her. But even 
though they wield high-tech weap- 
onry and fantastic psychokinetic 
powers, Yuito and Kasane have no 
chance of winning on their own. 


Not only will 
Scarlet Nexus 
offer a wide array 
of gameplay 
mechanics, but it’ll 
look good doing it. 
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That’s where those red bonds Another term central to Scarlet 
come in. In Scarlet Nexus, the Nexus is “Brain Punk.” The develop- 
protagonists and their teammates ment team wanted to form a new 

are joined together by actual bonds style of “punk” similar to other sub 
that you can literally see as red-hued _—_ genres like steampunk or dieselpunk, 
connections between them. By using but one styled more around mental 
these links, the player—and their cho- rather than physical aspects. Ac- 


sen avatar—can tap into the power cordingly, the game world’s country 
of their teammates in order to find of New Himuka has learned how to 
the strength needed to persevere in unlock abilities lying dormant deep 
battle. inside the human brain, allowing 


The development team wanted to form 
a new style of “Dunk” similar to other sub 
genres like steampunk or dieselpunk. 
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regular humans to suddenly become 
something much more. This gives 
the OSF and its soldiers that extra 
advantage they need in fighting the 
Others—but it also leads to some 
serious emotional and societal con- 
sequences that will be at the heart of 
Scarlet Nexus’ story. 

So while Bandai Namco’s new 
“Brain Punk” action RPG looks to 
have a lot going for it in terms of 
its fast-action gameplay and stylish 
visuals (especially on next-generation 
consoles), Scarlet Nexus will also 
have a lot more waiting hidden just 
below the surface—much like the 
minds of its heroes. 
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Yuito’s 
childhood friend 
and fellow OSF 
member Hanabi 
Ichijo. 


OSF team 
commander 
and powerful 
cyrokinesis user 
Fubuki 
Spring. 
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he Hitman series has been a 
respected franchise for over 
two decades, but it wasn’t 


until 2016’s Hitman and 2018’s Hit- 
man 2 when developer IO Interac- 
tive’s ambition and talent elevated 


the series both commercially and 


artistically. Now the latest game in 
the series, Hitman 3, brings an end to 
the “World of Assassination” trilogy 
and cements the franchise’s legacy 
as one of the greatest, most innova- 
tive stealth-action series of all time. 

If you’ve already played the previ- 


UNCENSORED EVALUATIONS FROM THE GAMECENTER EXPERTS 


marr cht 


ihe 
BUY NOW 


BY MICHAEL GOROFF 


ous two games, then you know what 
you’re getting with Hitman 3.10 
Interactive has stuck with its winning 
formula—intricately designed levels 
that players can approach either 
solely with their own wits or with the 
help of guided “mission stories” that 
provide a specific chain of objectives 
for Agent 47 to complete in order 

to assassinate his targets. While the 
mission stories might still rub some 
fans the wrong way, as they reduce 
the need for experimentation in the 
game’s sandbox levels, they are op- 
tional, and the game provides plenty 
of other methods of mayhem to make 
use of in each mission. 

Even fans that have poo-pooed the 
inclusion of mission stories should at 
least try the ones on offer in Hitman 3. 
Many of them are more expansive and 


complex than those of the previous 
two games. The murder mystery in 
the game’s second mission is a par- 
ticular standout, and the game’s final 
mission is such a dramatic change 

of pace that you have to admire IO’s 
willingness to flip the script at the very 
end of a hard-won trilogy. 

All of these subtle changes and 
expansions to the formula are in the 
service of an overarching plotline 
that’s gradually escalated the stakes 


as it’s unfolded across all three 
games. Hitman 3 picks up right 
where Hitman 2 left off, with Agent 
47 and Lucas Grey on a mission to 
finish off the rest of the Providence 
Partners, while 47’s longtime handler 
Diana Burnwood wrestles with the 
knowledge that it was 47 who killed 
her parents long ago. 

While Hitman games have always 
utilized Agent 47’s mysterious and 
tragic origins to some effect, the 


The memorable 
Dartmoor mission 
lets Agent 47 pose 
as a detective and 
solve a murder 
mystery. 


“World of Assassination” trilogy ex- 
panded it into a full-blown, globetrot- 
ting epic, and Hitman 3 ends on a dra- 
matic high note. The tone is slightly 
darker and more brooding than in the 
previous two games, and the missions 
themselves carry a personal weight 
that hasn’t been felt since the last mis- 
sion in 2006’s Hitman: Blood Money. 

It's possible we won’t get another 
Hitman game for a while, but Hitman 
3 is a fantastic note to end on. 


The latest game in the series 
brings an end to the “World of 
Assassination” trilogy and cements 
the franchise's legacy. 
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MIKE BITHELL 


GAME DIRECTOR JOHN WICK HEX 


Perhaps no Hollywood property in recent years has been more ripe for adapting 
into a video game than John Wick. The Keanu Reeves—-helmed film series blends 
fast action, intricate setpieces, and visual style in a way that would be perfect for an 
intense first- or third-person shooter. And yet, the recently released John Wick Hex 
takes a very different approach to presenting Mr. Wick and his particular set of skills. 
To learn more about the game’s daring direction, we had a conversation—just a 
conversation—with game director Mike Bithell. 


WGC: What were the good and bad sides 
to making a video game based on a film 
series that’s as big of a hit as the John 
Wick trilogy? 

Mike Bithell: The great thing about a 

world like John Wick is the opportunities 

it provides, and the awareness that fans 
have of the character and the world he 
inhabits. Players already come to the game 
with a comfort with that space, and an 
understanding of how Wick fights, and how 
they are expected to solve problems. The 
tougher side of that is the expectations: 
Fans know what they want from a John 
Wick game, so that’s a fun hurdle to jump, 
and it’s been fun watching folks get into 
our slightly left-field approach. 
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WGC: Why was a more strategy-oriented 
style of game the right choice for John 
Wick, versus, say, a third-person action 
game? 

MB: Convincing players that strategy is 
the way to go with John Wick has been an 
interesting one. The short answer is: John 
Wick is better, faster, and smarter than | 
will ever be at action. Capturing that depth 
of skill and thinking, without cheating it 
via QTEs or pre-canned animations, was 
essential to the fantasy for me. If we made 
a third-person shooter circle-strafe game, 
then that’d be a disservice to the IP. Strat- 
egy gives us the opportunity to capture 
Wick’s thought process, but gives you the 
time to participate in it. 


GAME HIGHLIGHTS 


THOMAS WAS ALONE, SUBSURFACE CIRCULAR, 
THE SOLITAIRE CONSPIRACY 


WGC: Can you tell us a little about the 
time-management element of John Wick 
Hex, and how it works? 

MB: Timeline strategy, where we take 
overlapping actions and let you work out 
your flow through a fight, is a particularly 
John Wick evolution of turn-based strategy. 
John doesn’t wait while someone hits 

him, so letting you play with the rhythms 
and dance of the action is a great route 

to capturing the action. It was a pleasure 
working with the stunt team to get a feel 
for how they put these fights together, and 
adjusting our systems to match. 


WGC: Can you also expand more on the 
resource management in John Wick Hex? 
MB: Bullet economics is a big part of the 
fun for me, watching the movies. The 
team on the movies pays a great deal of 
attention to when John needs to reload, 
when he needs to change a weapon, 

all manner of data points. In our game, 
we wanted to mimic these economics 
and scarcity, so you’ll need to scavenge 
weapons from enemies, manage reloads, 
and stash weapons and bandages in the 
environments (by spending gold coins 
between missions). 


WGC: While the John Wick series is of 
course known for its action and gunplay, 
it’s also a world that’s been built up with 
rich lore and interesting characters. How 
does John Wick Hex add to that mythos? 
MB: Another great thing about John Wick 
is the lore, the depth of that world and 

the people within it. For John Wick Hex, 
we wanted to explore the edges of those 
themes, the power and structure of the 
world beneath our own. Our original char- 
acter, Hex (played by Troy Baker) is a man 
obsessed by his role in that world. That’s a 
great opportunity to explore its depths and 
contradictions. 


WGC: If you found yourself stuck in the 
world of John Wick Hex, and could pull in 
any other video game character to keep 
you safe from John, who would you call 
upon and why? 

MB: No character in video games could 
stand up to John Wick. Not for long. 
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